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The future is in your hands. 
Your future. 


The sequel to one of 
the most ‘revered games 


Eighteen different 
training events. 

Awesome all-out alien | 
war. 


“WeThree con 
Showcase 39 


Gans cbr oF Tae WAY ke You MlETATOUR WAY THROUGH THIS 


a TRUE-TO-LIFE DIRT-RACING GAME! 


DECEMBER 4-6 

ASIA AMUSEMENT MACHINE SHOW ‘98 
Shangai, China 

Contact: JAMMA 

Ph: +81 3 3438 2363 

Fax: +81 354717115 


DECEMBER 8-10 

FORAINEXPO LOISIRS - AMUSEXPO 
Paris, France 

Contact: Miller Freeman Group 

Ph: +33 14756 2107/08 

Fax: +33 14756 2110 


DECEMBER 11-13 

SEKEP EXPO 

EKEP Exhibition Centre, Athens, Greece 
Contact: SEKEP 

Ph: +301 821 1661 

Fax: +301 825 1609 


DECEMBER 13-15 

EELEX ‘98 

Expocentre, Moscow, Russia 
Contact: Boris Belotserkovsky 
Ph: +7 812 315 5740 
Fax: +7 812 315 6883 


JANUARY 26-28 

ATEI 

Earls Court, London 
Contact: Peter Rusbridge 
Ph: +44171 713 0302 
Fax: +44 171713 0446 
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FEBRUARY 24-25 

INDIA AMUSEMENT EXPO 

Taj Palace Hotel, New Delhi, India 
Contact: William T Glasgow 

Ph: +1 708 333 9292 

Fax: +1 708 333 4086 


FEBRUARY 24-25 

IATA TRADE FAIR ‘99 

Red Cow Morans Hotel, Dublin, Ireland 
Contact: IATA 

Ph: +353 53 46316 

Fax: +353 53 21009 


MARCH 2-3 

AMEX ‘99 

Doyle Green Isle Hotel 
Dublin, Ireland 
Contact: MD Associates 
Ph: +353 45 521190 
Fax: +353 45 521198 


MARCH 11-13 
AMUSEMENT SHOWCASE 
INTERNATIONAL ‘99 

Las Vegas Convention Centre 
Las Vegas, US 

Contact: William T Glasgow 
Ph: +1 708 333 9292 
Fax: +1 708 333 4086 


CQLOUERMAEAR ds takes players on a quest 
: through a magical world where danger lurks 
at every corner. The once utopian Four 
Kingdoms have been overrun by monsters, 
with a powerful boss now in command of each. 
Players must save the land and overcome the 
awesome Dragon, the three-headed Chimera, 


the mystic Djinn, and the lethal 
Spider Queen. A secret fifth 
realm, ruled by the mighty 
demon Skorne, is available 
only after players have re- 
conquered each of the four 
kingdoms. 

Each of the Gauntlet 
worlds is a rich 3D 
masterpiece, with _ 
attention paid to every , 
detail. From the incredible lava | 
caverns of the Mountain realm, to 
the misty crypts of the Pyramid’s 
tombs and the lush swamp of the 
Forest world, players will be 
transported to another world unlike 
anything they have every seen. Over fifty 
different creatures were created just for the 
game, an incredible variety which keeps the 
action exciting for hours. 

Four champions and a host of special 
characters are available to players. The Warrior, 
Valkyrie, and Wizard return from the original 
game, along with the brand new Archer 
character and secret champions like the 
Minotaur, Jackal, and Tigress. To add depth to 
the basic game play structure, each of the 
characters has a unique combination of special 
powers and abilities that can be increased as 
players progress through the game. The farther 
into the game they go, characters become 
stronger, faster, tougher and have a greater 


mastery of magic. This feature of progressive 
character enhancement is unprecedented in 
coin-operated video games. A special password 
feature allows players to save their characters 
and to come back and use them later. 

“With our combination of dynamic 
characters and password storage, Gauntlet 
Legends should have legions of devoted 
fans,” elaborates Derryl DePriest, Atari 
Game's Senior Product Manager. 
“Gauntlet has a unique 

addictive quality. In our 
initial tests, players have 
come back hour after hour, 
day after day to unravel the 
secrets of the game. The 
cooperative element adds 
to the excitement and 
promotes a Gauntlet playing 
community. Gauntlet Legends 
brings back to the arcades a 
Classic style of play that has been 
neglected for too long.” 

Gauntlet Legends retains the 
flavour of the original game but expands it in 
breathtaking 3D, adding a host of new 
challenges. Scattered throughout the playfields 
are myriad traps and scores of hidden objects 
- including power-ups, health bonuses, 
treasure and keys all of which are needed to 
finish the quest. From the start of the first quest 
to the final end stage, Gauntlet Legends has 
nearly three hours of game play and myriad 
secrets that will take weeks of play to unravel. 
Of course Gauntlet still has operator-friendly 
features like continuous buy-in, which was one 
of the features that propelled the original 
Gauntlet to dizzying earning heights. 

Kits are now available in NZ from Coin 
Cascade or your local agent. 

PAC EA: 


Hot Specials 
UFO Catcher ‘Star Wars Delux 


TWIN SKILLTESTER. TOP EARNER * COMPLETE WITH NZ 
* DOOR & ELECTRONIC 
* COIN ACCEPTORS 


NOVELTY PIECE 


AVAILABLE UNTIL 5/2/99 
OR UNTIL CURRENT 
STOCKS RUN OUT. 
ALL PRICES IN THIS 
MAGAZINE ARE GST 
EXCLUSIVE. 


"ASK ABOUT OUR FINANCE OPTIONS" 


AUCKLAND/ CENTRAL LOWER NI/I SOUTH ISLAND 
NORTHLAND Robert Briggs Mike Cook Garth Ennor 
Ph 09 525-8135 Ph O07 346-3783 Ph 04 384 6753 Ph 03 338-1411 
Fax 09 525-6410 Mobile 025 946-724 Mobile 021 500-065 Mobile 025 221-8694 
Fax O7 346-3784 Fax 04 384 6754 Fax 03 338-1410 
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Rot Speciais | 


2nd Hand Parrot —_ Top Redemption Game 


VENDOR UNITS NN INCLUDES ELECTRONIC 
NOW SET ON $1 Ty \ COIN ACCEPTOR 
A PRIZE EVERY Ail : 


TIME 


Prop Cycle 


INCLUDES 
ELECTRONIC 
ACCEPTORS 


TOP EARNER 


"ASK ABOUT OUR FINANCE OPTIONS" 


AUCKLAND/ CENTRAL LOWER NI/I SOUTH ISLAND 
NORTHLAND Robert Briggs Mike Cook Garth Ennor 
Ph 09 525-8135 Ph O7 346-3783 Ph 04 384 6753 Ph 03 338-1411 
Fax 09 525-6410 Mobile 025 946-724 Mobile 021 500-065 Mobile 025 221-8694 
Fax O07 346-3784 Fax 04 384 6754 Fax 03 338-1410 
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Slam Jam, based on the same design and 
construction as Soccer Shot, is a new 
basketball themed pusher from Cromptons. 
Due to debut at Preview ‘99, this is a game 
of skill, with the player inserting coins via a 
moveable, single coin-entry in order to 
catapult the coin past the moving basketball 
player and into the basket. Each basket 
scored activates a bonus win shown on the 
gas plasma display and ides atop to me 
play area to be} 
pushed over the 
edge. | 

The release of | 
the game _ was 
delayed until after 
the World Cup to let ij 
players’ football }ae 
fever calm down. ii 


SMILEY VALIDATORS. i l a tar 


IT has launched the fourth generation Smiley 
banknote validator. Now euro compatible, 
the smaller Smiley 4 features 16 channels for 
multi-currency handling, upgraded scanning 
facility, single note escrow and a mechanical 
one-way door system which blocks 
attempted not retrieval. 
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Tuning is to handle European distribution of 
Seibu’s latest video game, Raiden Fighters Jet. 
The game is the sixth sequel in the long 
running Raiden series and features an air to 
ground battle, as well as time-released 
enemies (ships). Graphically enhanced, RF} 
has more stages and will be available in five 


versions. 


nec aurz Bi Adowad |= 99 


Launched simultaneously with the Nintendo 
64 home console version and designed - 
uniquely - so that players of both can interact 
between hardware via a memory card reader, 
NFL Blitz ‘99 is a four-player sequel to NFL 
Blitz. It features faster, smoother graphics and 
offers excellent American football simulation 
and full depth to the gameplay. 


More than 25,000 people came to Dallas Texas 
in November for the 80th Anniversary 
Convention and Trade Show of the 
International Association of Amusement Parks 
and Attractions (IAAPA). 

It is the world’s largest industry trade show 
where more than 1200 exhibitors occupy over 
800,000 sq.ft. of display space. 

There were a total of 131 exhibitors with 
products and services related to coin-op games 
and attractions for FEC, Arcades and Street 
Locations. These included all the big names 
such as Atari, Benchmark, Bromley, Coastal, 
Design Plus, Elton, Betti, Hannaho, Happ, 
Incredible Technologies, ICE, Interactive Light, 
Jaleco, Konami, Laser Tron, Meltec, Merit, 
Midway, Namco, SNK, Sammy, Sega and 
many others. 

Although redemption was dominant in the 
coin-op area, there were a number of video 
games that attracted attention. 

Probably the most talked about video 
game was the new Atari “Gauntlet Legends” 
which we hear has been creating some 
spectacular earnings 
results around the world. 
It appears to be the No. 
1 game in most locations 
in the US and has also 
achieved high income | 
performance in Europe | 
and Asia. In Australia, 3 
samples have been on 
test for some time and 
the earnings have been 
exceptional. 

The aliens are back. 
“Area 51” was only the 
beginning. This time they 
were faster, stronger and 
deadlier than ever. A 
combination of event 


the GREATEST show on earth 


and movie style game play featuring new boss 
aliens, secret rooms and power ups. It also 
features 18 different training events in an “all 
out” alien war. -The game is available as a 
dedicated unit or in kit form. 

Midway showed their new “CarnEvil” 
game which features impressive graphics for 
a circus horror theme. The game is pretty gory 
although it has 3 levels of violence settings 
designed for those markets that have difficulty 
with violent games. 

Midway's “Blitz 99” continues to perform 
exceptionally in the US market but as it is based 
on the American Grid Iron game, it has little 
appeal for export. The game comes in both 
38” and 27” monitor versions. 

Sega showed a new 50” novelty video 
game entitled “Magical Adventure” which 
uses their Model 3 hardware system. It 
simulates riding a rail car which 2 players 
operate by pumping the rail car level up and 
down. The object of the game is for the player 
to dodge the evil villains that threaten to steal 
a precious stone. All this excitement takes place 
on a railway track with 6 
amazing different details. 
Three challenging stages 
included an array of 
obstacles with rhinos, 
hungry crocodiles and 
speeding trains. 

An additional challenge 
is preventing the rail 
track from being 
destroyed which will 
ensure a quick end to the 
magical truck adventure. 
The game comes in a 
50” deluxe cabinet and 
is 2 player dedicated. 
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will sell only to the Japanese market and a 
few places in Asia.” 

In a similar move, Capcom has scaled 
down its game production and is at present 
concentrating on finding buyers for its 
existing stock. 

“We may have another game in the new 
year,” said Yosuke Yoneda, president of 
Capcom Europe. “We have not stopped 
manufacturing games completely but, due 
to the state of the video market, we are 
cutting down Mes : 


RV chs LOMO ISON 
» |WMS Industries is the 
) subject of fierce speculation 
in the US, suggesting it may 
}/ be ripe for acquisition. 
It was reported last 
+ month that IGT would buy 
WMS via entrepreneur 
Sumner Redstone, whose 
approval is seen as crucial to any deal. 
Redstone’s interests in private operator 
National Amusements, which owns 25% of 
WMS, and entertainment giant Viacom, of 
which he is chairman, are seen as integral to 
proceedings. 

It is thought IGT is in pole position, 
though, after winning litigation against WMS, 
to the tune of $35m, pending appeal. 

It was widely assumed WMS may be 
primed for acquisition in March, when WMS 
spun off Midway, leaving Lou Nicastro at the 
helm. The timing of any deal is now also seen 
as ideal for WMS. 
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Shares have risen 135% this year on the 
back of the phenomenally successful 
Monopoly slots game, leading to analysts 
projecting ‘upside potential’ for the company. 
Confusion reigns over WMS’ pinball assets, 
however, which are unlikely to be of any 
interest to prospective buyers. WMS is likely 
to want to preserve its links, in the advent of 
new concept Pinball 2000. A possible transfer 
of the pinball side to Bally/Midway or a sale 
merely of the gaming side seems the most 
likely outcome. 

Meanwhile, Midway has announced the 
appointment of ex-Valley president Mark 
Struhs as vice president of sales and 
marketing, where he replaces Rachel Davies, 
who will be focusing on European projects. 
“We look forward to utilising his vision to help 
expand Midway,” said Ken rear n 


The maximum prize payout for skill with 
prizes machines (SWPs) has been doubled to 
NZ$125 with immediate effect. The move is 
hoped to revive what is now generally 
considered to be a flagging sector of the 
amusement market. A spokesman for the 
Gaming Board, which regulates the British 
gaming industry, said that the maximum SWP 
prize level may be considered again at the 
next Triennial Review. 


jaran/EutoPe! Wy eure pe 
The recession is biting’ further into Asia’s 
manufacturing heart. Video manufacturer 
Jaleco, has been forced to close its London- 
based European office to satisfy what it 
describes as “urgent cost containment 
requirements in Japan.” All remaining staff 
have been made redundant. 

All current and future business with the 
European market will now be handled directly 
by the company’s overseas division in Tokyo. 


A multi player 3D action game which ais 


D 

HITTING HOMERIC 'LLIIS 
The maker of the Kick It PC-based soccer 
game has come up with another sports game, 
this time TPX Baseball. Developed by 
Interactive Light and manufactured and 
| distributed by ICE, 
TPX Baseball is a 
batting cage in which 
the player stands with 
ma baseball bat and 
attempts to hit balls 
ma pitched to him by a 
), video monitor. 
A The software is 
from Immersia and it 
dominates the latest 
wy Version of the game, 
- Pticher’s Duel, a one 

or two-player 
interactive 3D baseball simulator where each 
player assumes the role of both pitcher and 
batter. Using “Smart Beam” technology, 
which measures velocity, angle, slopes, height 
and the timing of the batters swing, the 
player may throw fast balls, curve balls, 
sinkers, sliders, change-ups, high, low, down 
the middle and at a variety of speeds based 
upon the spin of the trackball. 

The unit can be designed for tournaments 
and special events, has redemption facilities 
and can be distributed with customised 3D 
graphics. 


players to battle it 
out freely against an 
urban background. 
1 Four people can 
= connect with units 
| through a 
communications 
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network and players can work together to 
fight the enemy. For example one player can 
hold down the enemy while another player 
strikes him and another diverts the enemies’ 
attention. 


CARNEVIL - MIDWAY. neoil 
Incomplete when exhibited at JAMMA but 
slated for a pre-Christmas release, Midway's 
CarnEvil is a two-player shooting game with 
a sinister, haunted fun fair as a theme. Blasting 
action via pump 
action shot guns ) 
is the order of the 
day with the 
simple aim being 
to negotiate 
one’s way ji 
through the 
varied graphical 
levels of the | 
game. 


An iL raitod le Ge: 


An ie of Taito’s train simulation game 
with four additional lines which operate in 
the Kansai area. 
Players choose 
from 13 train 
types instead of 
four on the 
previous game. 
The game is 
SOlGe. @S a 
dedicated 
game and as an 
upgrade kit. 
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A new shooting game in which players 
destroy the enemy machine and a “cyborg 
soldier” appears. The faster the player 
destroys the opponents, the faster the next 
enemy appears so the game can be high 
scoring. Players combine their character 
machines with a sub-weapon type and 
choose from four speed settings. 


A novel concept indeed from Namco is its 
Cool Gunman two-player game which, is 

best described as air hockey with guns. 
Players stand at opposite ends of the playfield 
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armed with a pistol apiece. Upon the 
playfields sits a tin can and the playfield itself 
is made up of dozens of odes which are 
receptive to the infra-red of the shots. A 
“goal” lies at either end of the piece and, by 
shooting the node directly in the front of the 
can, the aim is to propel it forward towards 
the opponent’s goal. The highest score in a 
set time wins. 


Impartiality is ey an important virtue for 
a piece such as this, but it would be a lie to 
report that Namco’s new driving game was 
anything other than my stand-out favourite 
of the show. Since its target market is the 
younger player, perhaps that says more about 
your reviewer than anything else. 

To get things 
going, a cabinet- 
mounted camera, 
the NamCam no [ 
less, takes a] 
snapshot of the 
driver and places 
it next to his or 
her car on the 
track during the race as a replacement for 
the less personal 1UP. A choice of four vehicles 
and three tracks takes care of the rest of the 
pre-race formalities before the task of 
triumphing over up to three human 
opponents starts in earnest. 

The courses are littered with other cars 
and trucks and none of them are shy when it 
comes to barging your humble vehicle off the 
road; and this is where the great fun of Race 
On! lies. It’s city centre bumper cars, with no 
damage sustained for hits and a number of 
places on each track where a well timed crash 
into the side of your opponent will see him 
spinning from the road and taking off into 


produces up to 200,000 video games and 
gambling video slots monitors each year. 

The manager of the company’s overseas 
division, Jeffrey Chen, told InterGame that 
the company, established in 1983, now has 
150 staff working from three locations in 
Taiwan. 

Its video games monitors are now sent 
all around the world and the company has 
its own sales office and factory in the US 
market. Fan Shaing, whose products are 
traded under the name Fancy, is capitalised 
at US$5.5m and produces industrial colour 
monitors and close circuit TV monitors for 
the surveillance business. But its principal 
numbers come in the amusement and casino 
equipment monitors industry, with models 
from 14 inches up to 38 inches. 

It is planning to go for a full quote on the 
Taiwan Stock Exchange in 1999 which will 
hopefully take it into Mr Chen’s openly stated 
ambition to hit the world’s top three. 
“Around 70% of our total output is for the 
amusement and casino industries,” he said, 
“with a growing number of monitors going 
into the ten-pin bowling business, where 
they are used for the fully computerised 
scoring of games.” 

The move into the Japanese market last 
year was seen as a major step in the progress 
of the company which is also advancing 
rapidly in Europe with its video games and 
touchscreen products. 

Mr Chen said that the company was close 
to completion of negotiations to set up a 
European distributor in the very near future. 


BR 
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Interactive, the US based sit of the Kick 
It PC soccer game which has been successful 
on a global scale, has some new projects in 
the pipeline. 
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“A game will be introduced in March 
which is an absolute knockout,” said Gordon 
Crompton of Interactive’s worldwide 
distributor Cromptons. “Again it is PC based 
and it has the best graphics and interaction 
I’ve every seen on a game.” 

Later this year, in time for the Preview in 
London, Cromptons will unveil a new small 
simulator from Interactive which is compact 
enough to be sited in a pub or bar. Mr 
Crompton believes both products will follow 
in the footsteps of Kick It. “We heard that 
Kick It was taking £2,500 in one location,” 
added Mr Crompton. “And now we are 
selling in high volume, we can reduce the 
cost to the open 


Japanes em 
manufacturer 
Jaleco has 
confirmed that it J 
will be 
concentrating it’s 
efforts in the consumer games arena and 
limiting its coin-op activity to Japan and some 
Asian countries. 

This follows the closure of the company’s 
European offices and the admission by 
Kenichi Nakata, president of Jaleco in the US, 
that they had no plans to show products in 
the States after IAAPA. 

“We are to continue making coin-op 
games,” said Mr Makise, overseas manager 
at Jaleco Japan, “but for the time being, we 
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Since its launch 
in 1991, the Smiley 
has been exported 
to over 20 countries 
throughout Europe 
and Innovative is 
currently producing 
160,000 units per 
year for use on 
amusement and 
vending machines. 
It has won the Oldham, UK, based company 
four DT] Smart Awards as well as the 
prestigious —" s Award for ss a 


Stung by criticisms that His company is one 
of the main beneficiaries of the Australian ban 
on parallel imports to the degree that it 
profiteers from it, Leisure and Allied 
Industries’ Malcolm Steinberg hit back 
through InterGame. 

Around 20 of the leading operating and 
distributing companies in Australia held 
meetings with the country’s Attorney 
General’s department in July to argue in 
favour of the lifting of the ban on amusement 
game parallel imports. They argued that 
major distributors such as LAI and Village 
were “pumping up” the prices of games 
because of the monopoly situations they 
enjoyed. The meetings, at which the 
operators were supported by their national 
trade association, the AMOA, came during a 
review by the authorities of the parallels issue. 
The Australian Government had recently 
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made changes to the legislation to allow 
parallel imports of compact discs, despite a 
big lobby from the records and music industry 
which was supported by the US Government, 
but which nevertheless lost on a vote and 
parallels were permitted. Now the 
government is looking at other industries and 
the coin machine business has once again 
come under the spotlight, encouraging 
Operators and the AMOA to call for the 
meeting. The association believes that a ban 
on parallels would be in the best interests of 
operators because it would result in lower 
prices. 


SLAM DUNK sikGlT y 


Harry Levy’s basketball themed pusher, Slam 
Dunk, made its Asian debut at the recent Asian 
Amusement Expo in Singapore. 

The game was shown on the stands of 
both of the UK company’s distributes in the 
region, World Wide Leisure and Leisure and 
Allied Industries. Mr Levy admitted, however, 
that the financial crisis in the area was having 
an effect. “The last time we supplied a bulk 
order to this part of the world was in 
November of last year,” he said. 


raiwan EAKAGY WM tas get 


A target of becoming one of the world’s top 
three video games monitors producers is the 
ambition of Fran Shaing Electronics Co of 
Taipei, Taiwan, a company which already 


trees, water or other undesirable places. With 
a water-logged vehicle bringing up the rear, 
usually this would effectively end anyone’s 
chances of a win, but the race is “weighted” 
to allow unfortunates to catch up and go for 
glory. 

The usual result (in most of my 971 
experiences - the Japanese show needs a fifth 
day!) is a close, exciting race that ends with 
one winner, but four people grinning like 
loons and close to eardrum perforation from 
the madcap Japanese commentary. 

STAR WARS TRILOGY. SEGALL). ) 5 
ty one years ane its cinema release and 

‘ still there is no 
let up in the 
Star Wars 
licensing 
game. Sega 
has been here 
before and 
profited well 
and if justice is 
served, will continue to do so with this 
mission-based shoot-’em-up. Star Wars 
Trilogy was the company’s big release in 
Tokyo: half of the stand was themed to the 
game. 


A sit down affair, the player is given a 
choice at the outset of a number of missions 
familiar from George Lucas’ three efforts, 
with the speedbike chase through the forest 
of Death Star top of the agenda. A 
professional, analogue joystick enhances the 
illusion of being a long time ago in a galaxy 
far, far away, as they say, although when the 
action starts the first feeling was one of 
disappointment at only exerting a 
percentage of control over the on-screen 
happenings. 

It’s probably apt for a Star Wars product 
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that the path you take is largely pre- 
determined. The speedbikes, for instance, 
drive as if with a mind of their own, tilting 
through the trees after scurrying 
stormtroopers and leaving you to take care of 
the shooting. A certain amount of vehicular 
control is required in order to avoid ground 
based obstructions and enemy fire, and a few 
minutes’ play will confirm that Sega’s 
development team has got the balance just 
about right. 

Graphically, photo-realism is the order or 
of the day and the sound effects are, naturally, 
top notch, but gameplay determines if a game 
bangs or bombs and Star Wars Trilogy is action 
packed and reasonably true to the film, with 
related missions leading on from successful 
completion. 


HELL NIGHT - cole [ IV ug h AL 


Hats off to Konami for displaying «78 in my 
humble opinion was the most genuinely 
atmospheric 
effort at a very 
noisy show. | 
Hell Night | 
(Evil Night - | 
Japan only) is a | 
first-person | 
shooter (aren’t 
they all these | 
days?) and ™ 
therefore not a 
novel concept; ff 2a? i | 
in fact it isn’t presented in any way that differs 
appreciably from the norm, except that this 
is a game for one, two or three players, with 


DACEO 
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the lucky middle player using not a six-shot 
pistol but a four cartridge shotgun for 
maximum splatter effect. 

It isn’t this that makes Hell Night a 
potentially stand out product though. Partly 
narrated by a team of assumed agents using 
end of level action sequence cut scenes, the 
game wins out in the background sounds and 
level design. With a name like Hell Night you 
can guess what to expect in the way of 
cannon fodder and you'd be right, but the 
in game music and related effects are 
employed in such a way that stepping round 
a corner and finding yourself 
nose to nose with a chainsaw 
wielding, card carrying 
member of the undead 
provides the closest 
thing you'll find in a 
game like this to genuine 
shock. If doing the simple 
things right puts a game 
on the track to success, 
then for autumn ‘98 Hell 
Night is out of the pits 
ahead of the rest. 
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Cy interactive mene 
for street or FEC operators. 
Available as a redemption 
game or bulk candy vendor. 


BEAST sr obi Sidon? NiGHTMARES sy 


Set in Tokyo in the year 
2009, an outbreak of an 
unknown virus provides 
the storyline for SNK’s 
, |latest dedicated video 
release. Players assume 
the characters of two 
marines dispatched to a 
hospital with instructions 
to mow down the 
monster stampede. A 
~_|pump action shotgun 


incredible anaeanad game. aise bee 

colour -hit the correct colour and score 
BIG!. Exciting interactive sound. Tri- 
colour dot matrix display. 


"ASK ABOUT OUR FINANCE OPTIONS" 


AUCKLAND/ CENTRAL 
NORTHLAND Robert Briggs 
Ph 09 525-8135 Ph 07 346-3783 
Fax O9 525-6410 Mobile 025 946-724 


Fax O07 346-3784 
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SOUTH ISLAND 


Ph 04 384 6753 
Mobile 021 500-065 
Fax 04 384 6754 


Ph 03 338-1411 
Mobile 025 221-8694 
Fax 03 338-1410 


and a limited number of 
bombs are among the armory available and 
players are encouraged to snag items along 
the way to increase weapon power and 
restore energy. 


SIDEWINDER bi a Iy BACK WE 
Microsoft has at last introduced a sfoskuin 
wheel for driving games, and a force feedback 
one to boot. The Sidewinder Force Feedback 
Wheel, as you’d expect, given the company’s 
other hardware offerings, is a well-designed 
addition to the wheel market pitched at a 
price point just below the competition. 

The wheel includes pedals, with both 
wheel and pedals being moulded in tough 
plastic. The desktop mount is a clever if simple 
design - once you've adjusted the simple 
screw-mount to the depth of your desk a 
quick release handle lets you remove or 
replace the unit on the deck within seconds. 
Six buttons sit on the centre-front of the 
wheel, while two triggers sit comfortably 
behind the wheel where they are activated 
by your fingers as you grip the wheel. The 
pedals seem lightweight, but stood up to my 
thrashing without problems and without 
sliding along the floor. 

So what's it like to drive? The wheel seems 
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quite small, so the type of heavy-handed 
driving you’re used to in your Japanese- 
import will soon put you off the road when 
you try it with this wheel. Still, you soon get 
used to using less vigour in taking corners. 
As a straight wheel and pedal combo | found 
the Sidewinder Wheel pretty good while 
taking Monster Truck Madness 2 for a spin. 
Of course, force feedback is the star turn with 
the Sidewinder Wheel and here, like previous 
force feedback products, impressions tend 
to vary. You certainly get plenty of effects - 
from bumping as you go over the sleepers 
on a railway track, to rapid thrashing as you 
lose control in a spin. But not everybody will 
find this adds to their driving experience - 
after all, the Sidewinder must convey through 
the wheel the type of vibrations you'd 
actually feel through the whole chassis of 
your car. You can adjust the force of the 
feedback to suit your taste, but ultimately 
how well it works will depend not just on 
the wheel but on how successfully developers 
create force feedback effects for their games. 

At approximately $499 including GST 
you'd need to be a real fan of driving games 
to go for this (or indeed any) wheel, but if 
that’s you then the Sidewinder’s combination 
of good design with force feedback capability 
makes it a vend contender. 


OW smiley J 


GOLDEN'S ‘Maen 
To celebrate the 250,000th production fit & 
popular Smiley banknote validator, 
Innovative Technology has produced a 
special edition gold plated version. 
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FLURO TUBES NRESECOND HAND SIMULATOR 
15w 440mm (17”) Standard SUITABLE COIN MECHS 
6 month warranty on programming 


AVAILABLE UNTIL 5/2/99 OR UNTIL CURRENT STOCKS RUN OUT. 
ALL PRICES IN THIS MAGAZINE ARE GST EXCLUSIVE. 
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$1 70 START 


Specifications: 
Height 1500mm 
Width 1700mm 
Length 1900mm 
Weight 

Packed 150kg 


| THE WORLD'S MOST 
| ADVANCED MERCHANDISER 


| FEATURES: 


%, 


5 © Revolutionary mechanism. e Bright & colourful neons to really grab 
No more clumsy arms. attention, combined with internal lightin« 
cy ¢ Eye catching turtle theme with attractive a Mm: . 
1 y1 | f Mia pay, mouldings and artwork. ¢ Adjustable table speed to tune pay-out. 


iat i: Calltore hata thinenn, teas a Canopy raises and lowers, making prize ° 3 Player to maximise your takings. 
(773)961-1000 + Fax (773)961-1060 + www.wms.com HL LLL & arranging simple. 


IN TOWCH SCREEN FUWN 


+ Improved graphics 
on player feedback 


Also Available in 
19" Upright Cabinet 
DAC.E 12 
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Bevan Fisher our well known sales manager 
in Auckland has resigned from Coin Cascade, 
but will remain in the industry as an operator. 

We wish you all the best Bevan in your 
new venture. 

Until a replacement for Bevan is 
appointed in the new year, you can leave a 
message on the Auckland Coin Cascade 
number or phone and fax orders for parts 
and games to 03 338 1411. Auckland 
messages are cleared both morning and 
afternoon. 


Troubled retail K Mart has dropped 
plans for a huge new store in Lower Hutt and 
forced an indefinite postponement of a 
proposed $70 million extension to the 
Queensgate shopping centre. 

The site earmarked for the development 
is being turned into a 260 vehicle carpark. 

Darryl Henry, general manager of Retail 
Holdings, the company which owns 
Queensgate, said an extremely competitive 
retail market, combined with delays in the 
project, were key factors leading to K Mart’s 
decision not to proceed with the discount 
department store at this stage. 

“It is no secret that the discount 
department store sector is extremely 
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competitive within New Zealand and we 
know K Mart had carefully considered its 
situation. 

“In the final analysis, K Mart’s decision not 
to proceed with the project at this stage was 
a commercial decision,” said Mr Henry. 

K Mart’s 12 New Zealand stores have 
struggled in the face of fierce competition 
from The Warehouse. 

K Mart, which lost $15.7 million in the 
year to June, has been put on the market by 
its owner, Australian retailing giant Coles 
Myers. 

Mayor John Terris said deferral of the K 
Mart extension was an 
disappointment.” 
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1) | Willan’ MEDIEVAU MADNESS 


2. Bally CHAMPION PUB 

3. Bally CIRQUS VOLTAIR 

4. Williams NO GOOD GOPHERS 
5. Williams ARABIAN NIGHTS 

6. Bally ATTACK FROM MARS 

7. Bally SCARED STIFF 

8. Bally NBA FASTBREAK 

9. Williams JOHNNY MNEMONIC 
10. Bally THEATRE OF MAGIC 


\ 


yu 
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. Bally ATTACK FROM MARS 
. Bally CHAMPION PUB 

. Bally ADDAMS FAMILY 

. Bally SCARED STIFF 

. Sega VIPER NIGHT DRIVIN’ 


Bally THEATRE OF MAGIC 
Sega STARSHIP TROOPERS 
Williams ARABIAN NIGHTS 


2 
5 
4 
2 
6 
7 
8 
9 
10. Sega X-FILES 


2. Bally MEDIEVAL MADNESS 

3. Williams CIRQUS VOLTAIRE 

4. Williams CHAMPION PUB 

5. Williams NO GOOD GOPHERS 


NOTE: Williams/Bally games only sited. 
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Data East JURASSIC PARK 
Sega TWISTER 

Williams MEDIEVAL MADNESS 
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Design Plus IND PRO STRIKER 
LAl TURTLE MERCHANDISER 
0. LAl MOUSE ATTACK 


2. LAl HAPPY HOBOS 

3. Harry Levy SUPER HOOPLA 
4. LAI RIPPER RABBIT 

5. SNK TOP BOMBER 

6. Taito SOLOTTOL 

7. ICE CYCLONE 

8. 

9. 

1 


. ICE CYCLONE 
. 5 Star SURFIN’ SAFARI 
. ICE CYCLONE JR 

. Benchmark BIG HAUL 


Smart CLASSIC WATCH CRANE 
Bay Tek BASKET FEVER 
Benchmark CLAIM JUMPER 
Planet Earth DINOSCORE 

0. Bromley COLORAMA 


Phe Hat 
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Family Leisure Centres 
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Sega RALLY CHAMP 2 


Namco MOTOCROSS GO DX 
Namco FINAL FURLONG 
Sega HOUSE OF THE DEAD 
Sega DAYTONA 

Namco DOWNHILL BIKERS 
Namco RAPID RIVER 

Namco TOKYO WARS 


10. Atari SAN FRAN RUSH THE ROCK 


United otates ... 


12 INamedsrivelcsis 2GAMES 
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Sega HOUSE OF THE DEAD 

Incred. Tech TOURNAMENT 3D GOLF 
Sega GUN BLADE NY 

Atari MAXIMUM FORCE 

Dynamo SOLITAIRE CHALLENGE 
Namco TIME CRISIS 

SNK BEAST BUSTERS 2 

Atari RADIKAL BIKERS 


10. Sega VIRTUA FIGHTER 2 


New Zealand . 


i EREK.ATED GAMES 
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Namco TIME CRISIS 2 
Namco MOTOCROSS GO 
Sega LOST WORLD 

Sega RALLY CHAMPIONSHIP 
Sega DAYTONA USA 

Namco FINAL FURLONG 
Sega NEO PRINT 

Namco DOWNHILL BIKERS 


10. Namco TOKYO WARS 
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Nari TIME CRISIS Z DX 
Namco TECHNO DRIVE 
Sega HOUSE OF THE DEAD 
ar ae TOP SKATER 
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Midway NFL BLITZ 

Sega VIRTUA STRIKER 2 
Tecmo WORLD CUP ‘98 
Namco POINT BLANK 
Namco TEKKEN 3 

SNK METAL SLUG 2 

SNK BREAKERS REVENGE 
Psikyo ZERO GUNNER 


0. Capcom SF VS CAPCOM 


Midway NFL BLITZ 

Capcom MARVEL V CAPCOM 
Namco TEKKEN 3 

Namco POINT BLANK 
Konami FISHERMAN’S BAIT 
Namco SOUL CALIBUR 
Incred. Tech GOLDEN TEE ‘97 


0. Atari AREA 51 


<< VIRTUAL STRIKER 
Midway NFL BLITZ ‘98 
Namco TEKKEN 3 

Sega DYNAMITE COPS 2 
Capcom SF ALPHA 3 
SNK METAL SLUG 2 

P&P POLICE TRAINER 
Neo Geo 4 SLOT 


0. SNK REAL BOUT 2 


CQDIVERSION GAMES 


Capcom STREET FIGHTER ALPHA 3 
SNK KING OF FIGHTERS ‘98 

Namco SOUL CALIBUR 

Konami HYPER BISHI BASHI CHAMP 


However, he was relieved the barren 
eyesore of a development site would now 
be put to use for parking and leisure activities. 

Mr Henry said Retail Holdings would now 
focus on development of the Queensgate 
Tower and existing retail activity. 

The Queensgate Tower was bought 
earlier this year from TransAlta. Retail 
Holdings also bought nearly all remaining 
properties on its block, which is bounded 
by Queens Drive, Waterloo Road, Blomfield 
Terrace, Knights Road and Bunny Street. 

It also paid more than $1 million to move 
the central city bus terminal and 
underground services to clear the way for 
the K Mart extension. 
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Mr Henry said the long-term development 
of the site earmarked for the K Mart extension 
“would remain weighted towards retail 
activity and its integration with the adjoining 
Hutt City central business district.” 

He said the company was looking at new 
concepts for linking retailing to other 
community activities. 

“After several years of single-mindedly 
following the retail solution offered by K Mart, 
we are now free to look for different 
approaches.” 

Chhrathcheevel 

CIAL AT THE TOP 
Prime Minister Jenny Shipley opened the new 
$72 million international terminal on 
September 15, putting Christchurch 
International Airport's facilities on a par with 
the very best offered in Australasia, and 
preparing the airport to meet the demands 
of the new millennium. 

Capable of processing twice as many 
Passengers as the previous terminal, and with 
two and a half times the floor space, the new 
terminal was completed within two weeks of 
the demanding construction programme, 
which began in September 1996. 

CIAL chief executive George Bellew says 
considerable time and effort went into the 
project, which at peak times had up to 350 
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people working on site. 

“The result is a credit to everyone involved 
.. project managers, consultants, contractors 
and airport staff, who have had to keep the 
airport functioning while a major part of it 
has been rebuilt,” he says. 

“The new terminal gives us the facilities 
and service delivery that the modern user 
expects. 

“Airport usage is dependent on growth 
in travel and airline schedules, so it is difficult 
to predict the future. However, with the 
current outlook of lower growth, we expect 
this facility to meet our needs for 10 years 
plus.” 

George Bellew also says CIAL is rising to 
the challenge of reinforcing and growing 
Christchurch’s role as a gateway to the South 


Island. “We plan to continue to work with 
tourism operators and the industry to more 
effectively market Christchurch and the 
South Island. 

In the year ended June 1998, 
Christchurch was the port of entry for 21% 
of New Zealand’s international 
visitors. These represent 48% of 
all Japanese arrivals to New 
Zealand, 47% of all Singaporean 
arrivals and 24% of all Australian 
arrivals. 

CIAL’s future development 
plans include a market dependent 
revamp of the domestic terminal, 
an expansion of the airport’s 
freight village and an ongoing 
programme of service 
improvement. 
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Westfield Trust announced that it proposes 
to acquire a 46.6% interest in New Zealand's 
premier shopping centre owner, the St Lukes 
Group, from funds managed by BT Funds 
Management Limited (BT Funds). 

Westfield Trust has given notice of this 
proposal to the New Zealand Stock Exchange 
in conformity with legal requirements and 
will be seeking the required consent from the 
Overseas Investment Commission. 

Westfield Trust proposes to acquire the 
interest at NZ$1.65 for each share and 
convertible note for a total of NZ$326.3 
million. The proposed acquisition will be 
funded by a A$50 million placement of 
Westfield Trust units at A$3.11 per unit to 
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Davidsons, twin 50” Sega Rally 2s, Namco 
deluxe time Crisis, Racing Jam in 70” deluxe 
linked units and others totaling 35 game sin 
all. 

The games are all operated on the 
Intercard system in which gameplay validation 
is entered, taking coins out of the games 
altogether. The system permits many operator 
information features which will clearly 
demonstrate the popularity of each game and 
enable the house to give bonus plays. 
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New from Namco _ is 
Gunmen Wars, a shooting 
game pitting player against 
player, or couple against 
couple. A futuristic gun on 
the cabinet controls the 
| action, with each player 
controlling one armour-clad 
warrior in an attempt to 
systematically hunt and destroy his 
opponents. 


Named TO.UNVEIL MaicROIMACHIB 
Namco has approached UK company 
Codemasters Software Ltd to produce a coin- 
op arcade version of its PlayStation hit Micro 
Machines. 

Earlier this year, the 3D action game of 
miniature-scale, multi-player racing was 
released in Japan as a PlayStation title under 
the Namco brand name. 

Codemasters’ managing director Nick 


Wheeler: said, “It is a very rare occurrence 


or a games publisher to 
| develop an arcade edition 
| of a home gaming brand. 


International 
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Sega has cut its forecast for net profits for 
this financial year by almost ¥2bm. Having 
previously predicted profits of ¥8bn the 
company downgraded the figures to ¥6.2bn. 

Sega blames the depressed Japanese 
stock market and a lawsuit brought by a US 
company, 3Dfx Interactive Ltd, for the losses. 
Sega initially worked with 3Dfx on the 
development of a 3D computer graphics 
engine for Dreamcast and Naomi, which are 
due for release this month. But late last year, 
Sega terminated the contract, placing it with 
NEC. The courts found in favour of 3Dfx and 
ordered Sega to pay ¥1.4bn to settle. 

Last year Sega reported a net loss for the 
first time in its listed history. The reasons 
given were the withdrawal of the Saturn 
consumer system from the US market and a 


/)} To have it manufactured drop in income from the sale of coin-op 
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Media ne eis. Packer has signed a deal 
which will see him become a 50% partner in 
Melbourne’s NZ$1.85bn Crown Casino. 

Mr Packer’s company Consolidated Press 
Holdings will inject $425m into the casino. 
The deal has yet to be approved by 
shareholders, lenders and regulatory bodies. 

The richest man in Australia, Mr Packer is 
also famous for his love of gambling. He is a 
legendary high roller who is no averse to 
betting millions of dollars in one session and, 
as a result, is a much sought after gambler in 
Las Vegas. 

Crown and Consolidated both believe that 
the deal will solve the casino’s financial 
problems and place it in a strong position to 
weather the current economic climate. 

The deal’s announcement came as Crown 
reported an operating loss of NZ$305m after 
tax and abnormal items for its financial year 
to June 30. 


merican ser a and 
rep for British based Opus Entertainment and 
Texas-based LBE Systems, the northern 
California gamesmiths at Lazer-Tron shipped 
the industry’s first ArcadePC models in early 
September. 

“Opus and LBE have done an outstanding 
job of recruiting software developers for 
adapting home game software to coin-op.” 
stated L-T marketing VP Matt Kelly. “Lazer- 
Tron has created a simple software adaption 
which further allows the operator to turn 
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these ArcadePC games into on-site instant 
redemption mode with no attendant 
needed, by putting these video titles into a 
universal ArcadePC cabinet that’s outfitted 
with our patented “Insta-Prize” system. High 
scores, tournament wins, or even specific 
game feats can be instantly rewarded with 
prizes. We’re also looking at adapting a 
national tournament prize structure for 
rollout this fall.” 

L-T showed two ArcadePC titles at the 
AMOA Expo in Nashville, last month and, 
counting these, expects to release five 
licensed ArcadePC games this year, including 
Sony’s Cardinal Syn, House Marque’s The 
Reap, SCl’s Live Wire and Rogue 
Entertainment’s Ground Zero. Three more 
ArcadePC titles are coming sa next yeu 
mars 2112 AMATO 2 7 7 2 
wal Simon Deith has 
|opened his new 
Dave and Buster’s 
| style dining and 
lentertainment 
(/emporium in New 
York, US. Under 
eith International 
Operations, he has entered a joint venture 
with Pascal Phellan, owner and creator of the 
concept of Mars 2112, the name of the first 
of a series of such locations. 

They plan to open five more locations 
across the US over the next year and then 
take the business across the Atlantic in 
wholly-owned locations. 

The 40,000 sq.ft. location is full of 
restaurants and entertainments, but primarily 
of eating areas with high-end eating for 
adults. It is supplemented by an amusement 
centre containing every new game in their 
deluxe formats, including twin 50” Harley 


BT Funds with the balance of approximately 
A$226 million in borrowings. 

This would result in the Trust's total assets 
increasing from A$4.4 billion to A$4.7 billion, 
with a gearing level of approximately 21%. 

Westfield Managing Director, Mr David 
Lowy, said the proposed investment would 
have a positive impact on distributions to 
Westfield Trust unitholders. 

The St Lukes Group has total assets of 
NZ$810 million and a market capitalisation 
of NZ$700 million at $1.65 per share and 
convertible note. 

It owns the leading portfolio of shopping 
centres in New Zealand, comprising eight 
wholly-owned and two 50% owned, located 
in Auckland (7), Wellington (1), Hamilton (1) 
and Christchurch (1). 

The centres have 202,000 square metres 
of lettable area, generated NZ$1.2 billion in 
retail sales and 60 million customer visits last 
year and include 791 specialty shops. They 
have a historically low vacancy rate of less 
than 1%. 

Mr Lowy said the proposed investment 
in the St Lukes Group represented about 6% 
of Westfield Trust’s total assets and was 
consistent with its long-term strategy of 
acquiring high quality shopping centre assets 
with strong growth potential. 

“We look forward to working closely with 
the board of the St Luke’s Group, Mr Lowy 
said. 
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Wellington has just opened a small (10 
machine) entertainment zone in The Plaza 
in Palmerston North - which is a 
phenomenally successful retail mall by New 
Zealand standards (they expect 1.4 million 
entries in December alone). 

The comment has been passed that it 
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must contain the most dedicated units per 
square metre of any arcade in the country - 
as it only has one Low Boy and 9 dedicateds. 

Yet another baby has been born in 
Wellington - Duncan’s (Time Zone Manners 
Mall Manager) partner had a 7lb 110z baby 
boy (Liam Eric) earlier this month. We 
understand Arthur is planning baby number 
2,3 & 4!! 


Well its a eon day beds Well oa would 
think so at present as its pouring with rain. It 
has been an interesting few weeks up here, 
we had two 4 link driving games and a Top 
Skater at the Expo (Planet 2) over the long 
weekend and the turnout over the 3 day 
weekend was over 25,000 people which was 
a great opportunity to promote the TimeOut 
name. Joe S had made it a priority to have 
the flouro TimeOut light up, and nobody or 
nothing could stand in his way, | do forget 
what time he ended up getting away but the 
light was finally ready for opening, and did 
look amazing in the complex, thanks to Gavin 
our Technician who thought he was trying to 
help but ended up blowing all the lights in 
the whole entire complex. Hunters Plaza is 
about to have its 1st birthday and a 
celebration is yet to be planned. The whole 
team in Auckland is looking forward to the 
Christmas period and would like to wish 
everyone an awesome Christmas and great 
New Year. 


From the team at Auckland Branch. 
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So why should we fix switchers anyway? After 
all, they aren’t that expensive. Once anyone 
has fixed a few, most repairs can be completed 
in 10 or 15 minutes. 

But as with anything else, it is valuable to 
consider cost against benefit. There is no point 
spending half a day on something so 
inexpensive, so give it a shot, but if that fails, 
move on to other repairs. 

You need an oscilloscope to work on 
switchers. A meter will never respond to the 
frequencies here. There could be three volts of 
high-frequency ripple on the output and the 
meter would just think it had plain old 5Vdc. 
The most basic ‘scope will do - it doesn’t even 
need to be triggered. All we will be scoping is 
DC and ripple. 

Apart from repair considerations, the 
difference between switchers and linear 
supplies is of little concern to us. They do the 
same job. With exception of counter-top 
games, space is rarely a factor. The concern 
here is with the current rating and little else. 

In power logic circuits, a few millivolts of 
ripple one way or the other are not going to 
cause too many earthquakes. Likewise, the load 
on the supply is relatively stable so regulation 
differences rarely matter. Heat, on the other 
hand, can be a killer, so it most of a supply’s 
capacity is being used, it needs to be well 
ventilated or fan cooled. Otherwise, derate a 
supply before installing. Any supply should 
have more capacity than is needed, but using 
a 20 amp supply where only three amps are 
necessary is just overkill. Try putting an 
ammeter in the 5V line to some of the logic 
boards ad measure the current they actually 
use. 

Under the skin, switchers are all similar. In 
a game, it is not necessary to use isolated power 
for a switcher, since the outputs are all isolated 
by design. 
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However, on the 
bench, isolated AC 
should be used for 
testing. If the switcher 
is powered directly 
from the AC mains you 
cannot connect your 
‘scope ground to ie 
anything in the (_—=_——— 
primary circuit. the iam: 
primary side of the 
circuit directly rectifies the AC line to make a 
high DC voltage. This HV supply is then 
switched on and off (through the transformer) 
at a high rate (50,000 times a second or more, 
under control of the regulator circuitry) to keep 
the secondaries fully powered. The secondaries 
are simple half-wave and full-wave rectifiers 
feeding into choke input filters. These are not 
sine waves. 

The five-volt output is sampled by the 
controller for regulation. There is no direct 
connection between the primary and 
secondary circuits. Any signal that must get 
from one side to the other is done through 
transformers or optical couplers. 

A correct circuit description is as follows: 
From the AC line input ... Fuse, RF filter (to 
keep noise off the AC line) and LV supply 
transformer (13); current limiting resistor, Rl 
(to save the semiconductors from the inrush 
current surge at turn on), bridge rectifier and 
filter caps (to make HV supply); transformer 
(primarily driven by switching transistor) and 
damper diode, across the switching transistor. 

The switching transistor usually gets its base 
drive via the transformer. | lump the control 
and drive circuitry together, but don’t worry 
too much about these. They rarely fail, and 
the technical description is beyond the scope 
of this page. 


The movie business has an ability to capture 
both its audience’s imagination and its money, 
making it one of the richest and most powerful 
5 forms of media. This 
is achieved by a 
combination _ of 
i detailed market 
research and an 
ability to pick up on 
| ah developing trends in 
popular culture. Directors draw inspiration from 
the variety of sources and fashions that are 
occupying their audience’s consciousness. 

In a similar way, video games have come 
to the attention of Hollywood producers more 
than once in their history. In the early ‘80s, 
when video gaming was at the peak of its 
success, Walt Disney released the film TRON 
based around the world of amusement 
machines. 

lronically, this Hollywood attempt to cash 
in on the video gaming trend led to greater 
success in the coin-op sector. Midway’s licensed 
game of the same name out-grossed the film, 
which turned out to be a box office flop. 
Hollywood soon realised it was not that easy 
to transfer the thrill and excitement of the 
arcade to the big screen. 

Just when Hollywood thought it had found 
the right formula to mix video and celluloid, 
the video game industry crashed. In 1984, a 
number of films based around the video genre 
were released, including Last Star Fighter and 
Cloak and Dagger. None were big box office 
hits and Hollywood blamed the failure of the 
gaming industry for its own lack of success. 

Undeterred, the movies makers again chose 
to target video games as a source of inspiration 
in the late ‘80s when the amusement market 
had recovered. Their optimism was increased 
by the success of Saturday morning children’s 
television programmes that linked much of 
their content to that of the 
current video games. 

Double Dragon was §& 
the first amusement game 
to make a full, 
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unadulterated transition to the silver screen 
following a successful animated TV series. The 
film differed from TRON and Last Star Fighter 
in that the basic elements of the game were 
transferred to film, rather than it being 
Hollywood's warped perception of what a video 
game should be. 

The limited success of Double Dragon 
encouraged producers to back Super Mario 
Brothers: The Movie, taking the Mario mega- 
licence one stage further. Bob Hoskins and 
Dennis Hopper starred in the film, but it was 
not a huge success. 

Not to be outdone, Capcom followed 
Nintendo down this route, allowing the license 
for its Street Fighter series to be given the big 
movie treatment. Once again, a big star, Jean 
Claude van Damme, was recruited to help sell 
the film - and once again, critical response was 
far from encouraging. 

Mortal Kombat, based on Midway's blood 
thirsty fighting game, was the next big budget, 
big name feature to be produced (it starred 
Christopher Lambert). A sequel was also 
produced, making it the most successful arcade 
game-based movie every made. This has helped 
the development of the arcade franchise. 

This relationship between games and films 
has worked the other way round too; there has 
been a wealth of opportunities for the games 
sector to profit from Hollywood. There was a 
time when games blatantly took ideas from 
movles. 

The relationship between the video game 
industry and cinema has one last interaction that 
is less recognised. Across Europe, major cinema 
chains are now adding video arcade games to 
the mix, as a way of entertaining their audiences 

ee PE before and between films. 
* And these are not the 
occasional cabinet near the 
@ popcorn machines, but 
Mm large FEC-style affairs. So it 

_ seems that, one way or 
another, video games are 
coming to a cinema near 
you soon. 
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Back in the late 1980s electronic dart machines 
arrived in Spain. But although there was an 
initial demand for new machines, replacement 
was extremely slow. 

Why? Because only a couple of those 
companies supplying products took the 
initiative to organise leagues at the same time 
- and they were the only ones busy replacing 
machines. the moral to this story seems logical 
enough. There are always good enough reasons 
behind assigning a pool table, dart machine or 
table soccer to the corner of a bar - but will it 
just sit there gathering dust? 

It appears that the success behind operating 
compact sports machines lies with the 
organisation of leagues and tournaments. A 
simple idea maybe, but one which has caught 
the market by storm and sent sports games 
soaring to new heights. The benefits of leagues 
are widespread - it not only gives the operator 
an outlet to exploit the machines and increase 
takings, but also provides bar owners with more 
clientele and turnover, the customer has a 


chance to take part in additional activities in ~ 


the “local” and with increased coverage of most 
sports now on television, sponsors are investing. 
SPAIN ... The coin-op business in Spain is 
largely dominated by the AWP sector, however 
electronic darts is one of the fastest growing 
areas within the compact sports sector with 
around 5,000 quality machines now on the 
market and 20,000 lower quality machines. 
Since leagues really began a couple of years 
ago several companies are now involved in 
organising dart tournaments including Merit, 
American Darts, Compumatic and other small 
national companies while Germany’s NSM 
Lowen is also planning to relaunch its Sport 
concept into Spain through a new distributor. 
Lowen Sport’s Helmut Schneller said: 
“There are many Spanish manufacturers with 
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low cost machines but there are only a few that 
supply darts with a concept. We want to give 
this promotion to Spain.” 

Meanwhile table soccer is also increasing 
in popularity with competitions now organised 
by companies such as Diana Marketing and 
Recretivos Presas. Presas says 200 people are 
involved in its table soccer local leagues with a 
national tournament held in October this year. 

UNITED KINGDOM ... Everyone knows 
how stubborn the British are at accepting 
electronic darts - so basically this particular 
market has never really taken off. 

As the homeland to darts the UK remains 
loyal to the traditional style game and despite 
several attempts at bringing the electronic 
version into the country it has only filtered in 
on a small scale. 

Lowen for example tried five years ago to 
launch its darts concept into the UK but says 
the difficulty also lies with the fact that many 
pubs are in the hands of the breweries and if 
the bar owners have little control over the cash 
box there is no motivation to set up leagues. 

English pool remains the most popular sport 
and has always had a strong league and 
tournament background compared to US pool, 
which although operated in the UK, is better 
suited (because of its larger size) for themed 
bars than the pubs. 


In the past, this sales pitch would have rung 
true. The arcade was the place to see new 
games and was the only place to experience 
certain kinds of relationships. Friends would 
make appointments to meet at the arcade and 
test each other on games, both new and old. 

In those days, any new game was cause 
for excitement. Technology was in a much 
steeper curve then, as changes in graphics 
and processing speed were evident to players 
as each new game was released. Anew game 
could make money by just being new, by just 
being updated. Nothing truly different was 
bigs 
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But times have changed. At this point, most 
of the major games are released to computer 
platforms, either PC or any number of 
independent platforms. Most games for the 
home, because they have been developed for 
long-term play and exploration, have relied 
on depth of story or world development to 
capture their audience. 

So the arcade has become a secondary 
game market in many instances. Many 
manufacturers release games to the home 
market simultaneously with release into the 
arcade market. This makes sense in today’s 
world as the home market continues to grow. 

So the players of today’s arcade do not 
have to go to the arcade to find and to play 
new games. But the possibility exists that the 
arcade’s dominance of new game software 
will return. The movement toward 
development of games based on the personal 
computer for arcade play is one step in that 
direction. 


A NEW king OF GAMING! 


With the flattening of the observable 
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technology curve, most changes in game play 
are subtle and difficult to perceive. That is why 
the most popular games in recent times have 
been content or story based; such as Sega’s 
House of the Dead or Namco’s Time Crisis II. 
While these games are both shooting 
games, it is the fact that the player can follow 
the story and participate in that story that make 
it popular. This is exactly why the time has 
come for different ways to pay for games in a 
pay-for-play operation. The debit card could 
not have come at a more appropriate time. 
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The movement toward PC arcade game 
development will have to take these subtle 
changes into consideration as the new 
generation of games are created. If the working 
model of product release is followed by 
software developers, games will be released 
to the arcade first followed by release to the 
home market as arcade play serves as market 
testing for the proliferation of software that is 
expected. 

This would be good news for arcade 
operators everywhere as we are all desperate 
for affordable games for our centres. Hopefully 
all of the developers will follow the open 
architecture format so that the versatility of the 
PC system will be usable. We can only hope 
that these games will be cabinet 
interchangeable like most game kits are sual 
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Until such a time as these new games are 
created (and through all the trial and error that 
will occur until these new developers get their 
act together), we will have to realise that arcade 
game offerings are not competing with home 
games as much as they are following in the 
shadow of home games. 
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The second squad goes on a sortie 
An all out shooting game with versatile attack modes! 


te <y _ — 
Various bonus features are provided 
in the game, shot bonws points, full 
item, bonus keywords and 
decoration items. The thrill of game 
play doubles by aiming for these 

Deterrence nets! Nullify with Proximity attack for higher loatares, 
missiles."Now we're armored!" _ points. "Taste this!" 
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DIO combat vehicles 
equipped with inple guns. 
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Bonus 


Equipped with a well-conceived scoring system (complete with achievement ratings), the 
® ble operation. In addition to four characters each with unique methods of attack and power- 


on the battle stages. 
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game enables shot locking, close proximity attacks and evasive maneuvers allowing for flexi- 


ups, versatile modes of attacks are featured using vehicles and special shots, items provided 
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Two Guns (red & biue) 
Centro! PCB 
All Connecting Cables 


= j ? —_ House of the Dead Police Trainer Virtua Cop 1 & 2 
ys) Zs") Majestic New England Woods |. , Time Crisis 1 & 2 Area 51 judge Dredd 
iti ¥ s : = Maximum Force Egg Venture Lethal Enforcers 


Point Blank Zero Point ..@and Others 
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Realistic recoil via internal solenoid 


Power source is from existing cabinet 
(5/12 volt power supply) 


Extra thick plastic walis and rib sections incorporated in 
gun housings 


Ergonomic horizontal trigger action 

Non cut, hard wearing stainless steel reinforced cord hose 
Fits Into standard (HAPP) gun cabinet mounting 

Non inductive opto circuit 

Gold contact “Cherry” brand microswitch 

Tamper proof housing screws 

Red & blue guns available as standard set 

Designed and manufactured in Australia 


Easy installation to existing gun games 
(no software adjustments) 


Three Gorgeous new 18-Hole Courses! 


One to Four Players! 
Stroke and Skins Play! 


Variety of Camera Views! 


Beice Uck Aciven re. featr ng Sega’s Modei 3 Step 2 2 
agic 31 Truck Adventu : fe aturing Sega's Modei 3 Step Sega takes inter-Active 
one ' O/2.1 technology. gives the player the feel of actually riding Es 
Competitive Leaderboards! é ii car. An action-pedal and truck lever assist the player in Action to the extreme 
chasing, jurnping, and codging the evil villains that threaten &4 z 
wade eee with exciting “Magical 
bed 
All this excitement takes piace on a railroad track, with G6 Truck Adventure 
amazingly detailed scenic routes. The < alienging stages 
é mciude an @tray of obste 2S, wild Rhino's. hungry crocodiles. 


and speeding trains. to name a few. 

An aciditional chalie: iS im preventing’ the rail track from 
being destroyed, which will ensure a quick end to the 
Magicai Truck Adventure. 

Magical Truck Adve re, & Sure way to bring inter-active 
Same play to any location! 


™ 
! 
Outstanding Income! [SalGal Veush: Adventure Postures: 
* 50” deluxe cabinet 
© 2 Player Dedicated 


Unmatched Replay Value! 


* inter-Active Action play with Truck Lever 
and Actior-Peda! 


ree san panne 


4 Stories 


Superlative Trackball Control! 


Available as Kit, Upright or Cocktail! 
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IAAPA recently joined the American 
Amusement Machine Association (AAMA), the 
Amusement and Music Operators Association 
(AMOA), and the International Association of 
Family Entertainment Centres (IAFEC) in 
reporting to the American Congress on the 
pilot site study related to the Coin-Operated 
Video Game Parental Advisory System. 

This system is a voluntary effort by the 
industry to inform parents about the content 
of video games so they can make decisions 
on which games their children may play. The 
system includes placement of colour-coded 
stickers on a game or notices in its artwork 
that indicate the nature of the game’s content. 

The study was conducted by certain 
participants in the system to examine whether 
additional steps to control access to games 
with a “Strong” rating affected the amount 
of play on those machines. It concluded that 
“aggressive implementation of the Coin- 
Operated Video Game Parental Advisory 
System that accompanied preparations for 
this Pilot Site Study Initiative had a far greater 
impact than the access-limiting measures 


employed at each of the seven pilot sites.” 
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Controlling access to games rated “Strong” 
does not seem to add to the effectiveness of 
the system. 

Some of the key findings and conclusions 
of the study included: 

e Parents encountering the System at pilot 
sites offered praise for the industry’s 
initiative in providing information 
regarding the content and range of game 
choices available to their children. 
Significant interest was demonstrated by 
parents regarding the informational value 
of the system, further advancing the 
industry’s view that parental 
empowerment is an essential cornerstone 
of the system. 

e Notwithstanding this enhanced 
education and information value, 
however, parents that accompanied their 
children to the range of pilot sites 
participating in the study both explicitly 
permitted their children to play video 
games that contained “Strong” rated 
content, as well as joined their children 
in playing these same games. 

Earnings data suggest that the 
segregation and group of games that carry 
a “Strong” rating tends to increase game play 
and earnings for such machines, counter to 
the spirit and intent of the system. Coupled 
with the anecdotal data provided by the Pilot 
Sites, this type of grouping has the potential 
to unwittingly serve as a “beacon” for game- 
players. 

IAAPA fully supports the Parental Advisory 
System and urges its US members whose 
facilities contain coin operated video games 
to participate in it. 


If you look up the word ‘theme’ in 
a dictionary, you'll find only a} 
description of the noun 
Apparently, the verb doesn’t exist. | 
FEC operators will tell you 
differently. To theme, theming is an 
integral part of business 
philosophy. 

It’s not even a particularly revolutionary 
trend. Disney started it all with its Disneyland 
themes of Tomorrowland, Fantasyland and the 
rest. And now, all these years later, they’re still 
going strong. 

That’s not to say that the treatment of these 
themes hasn’t altered over the years. It has. But 
the essentials are just as viable today as they 
were a decade ago. 

| remember the first Six Flaggs FEC, located 
in Texas. It was themed around Texan culture 
with the six flags which have flown over Texas 
in its history - Mexico, Spain, France, USA, 
Confederate and Texas - all featured. But how 
can this theme, based exclusively on Texan 
history, work in the other parks in the Six Flags 
chain that were built later on? The answer lies 
in the strength of the theme and the way it is 
branded. Provided they are sufficiently powerful, 
brands can pervade all cultures. 

Theming today has reached levels of 
sophistication and imagination that take your 
breath away. | recall visiting Chicago where my 
daughter impressed on me the need to visit a 
new restaurant, Rainforest, in the Woodfield 
Shopping Mall. All | could manage was a 
glimpse inside because the waiting list extended 
to more than an hour. Later, however, | had an 
opportunity to visit another of the Rainforest 
restaurants. At the time, | remember thinking it 
was the most complete theming I'd seen. 
Nature was incorporated into every aspect of 
the restaurant. It was literally built into the walls, 
ceiling and floor as well as the entertainment, 
menus, costumes, merchandise, lighting and 
sound effects. And as for the special effects, they 


were truly mind boggling! 

But | find facilities such as 
= Bamboola in California and 
| Dintropolis in Venezuela (which 
was voted best new facility in 
IAFEC’s Golden Token Awards last 
year) even more interesting. These facilities, 
both designed by White Hutchinson Leisure & 
Learning Group, Kansas City, took the art of 
theming one step further. Both have a fully 
developed story that provides the subject 
matter via an out-growth of research on the 
cultural and historical aspects of the particular 
location. As Randy White, president of White 
Hutchinson, says, “this is the way you actually 
introduce the local community to itself.” 

It’s important also to consider how the 
theming will pay off. What elements will be 
included and how will they fit the theme? It’s 
easy to come up with elaborate theming, but 
it’s another matter ensuring it makes money. 
Once again, we see the importance of 
incorporating the whole team into the design 
process - including the bean counters. After 
all, these are the guys who keep an eye on how 
money spent can result in return on 
investment. 

Theming has become essential. Facilities 
like DisneyQuest, those mentioned above and 
many others have raised the standards. 
Theming must now be integrated into the plan 
from the beginning. We’re not simply talking 
about adding decorations to a building. If you 
can’t do it right, don’t do it at all. In order for 
theming to pay off, it has to be central to every 
aspect of the facility, beginning with the name 
itself. This creates an identity and can even 
become the brand of the facility. A team of 
creative, imaginative people and a 
commitment to build a truly unique experience 
are the foundation of doing theming right. 
Then, when it’s finished, you’ll be able to offer 
guess what they really want - an entertainment 
experience. 
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